~ Brave miners and proud builders, exploit the mountain without fear or doubt! |

We hope that the mutual agreement between the communities at the foot of Mount

&liry'a:wi'll bring great tidings and abundant supplies for our battle mages!
Dmi:ds from the Heart of the Forest, tribes from the Burning Sun, craftsmen from
Dark Rock, and paladins from Krak, you do us proud!

Mother Melusine
Sky Keeper of the Celestial Order

Flrst Expedltlon Report .
During our exploratory mission of the mine shafts located under the mountaln, w&'
have found several tunnels leading into enemy territories.

Unfortunately, upon our return, we were ambushed by orcs and goblins.

This report was sent to all the cities of the realm: rally your builders at once. We
must protect the roads leading to the mines and mobilize the guards to hold the
ramparts!

Only the cities that will stand up to this invasion will answer the call of the Keeper!

Bohemond the Silent
Master Scout
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: ch player takes one city board and takes the followmg
components matching the color of their city banner:

- 2 action markers, 1 boss marker, and 1 guard cube.
- g road tiles (3 straight roads, 3 curved roads, 2 “T” roads,
1 crossroad).

-1 mine entrance board.

-1 city tile.
-10 monster tokens (4 goblins, 3 orcs, 3 spiders).

- -1boss token.

- 6 crystals. 8 RANDOM MONSTERS TOKENS

Then, each player must:
- take 1 Reference card.
- create a road stack by shuffling the g road tiles and place
them in a facedown stack next to their city board.

- place their mine entrance board near their city board and
their city tile at the end of the road.

- place their guard cube on space “15” of their city board "
and their action markers nearby.

- create a creature stack by shuffling their monster tokens
healthy side faceup without looking at them, and placin;
of them in a stack on the mine space.

Healthy

Finally, they place the boss token on top of that stack
followed by the 8fema|n|ng monsters (see example on th

V.

1BOSS TOKEN

2 RANDOM MONSTERS TOKENS




8 ¢ Place the event board, the boss board, and the first player tile and phase marker - EASY: 5 “Nothing” cards and 5 other random cards.

5 mghe center of the play area. -NORMAL: 4 “Nothing” cards and 6 other random cards.
48 - HARD: 3 “Nothing” cards and 7 other random cards. A
- EXTREME: 10 random cards but no “Nothing” cards (with «To The Rescue»
expansion).

. uffle the quest cards and place them facedown in a pile near the center of the
~ play area to create the quest deck. Then, draw the top 3 cards and place them
| up next to the deck: this is the market.

ffle the 4 expansion tiles and place them facedown in a stack near the quest  Each player places their boss marker next to space “1”” of the boss board.

p Place the towers (5 of each color with 2 players, 7 with 3 players, 10 with 4
Depending on the level of difficulty, choose 10 event cards (see below), shuffle  players), tower upgrades, and the crystals within reach of all players.
- them, and place them facedown on the left space of the event board to create

Draw 4 random trophies, reveal them, and place them faceup near the boss
board.

{ L X — Finally, each player draws 1 quest card, adds it to their hand and may look at it.

The game can now begin.
. - =

Bl
s W

‘Structures: towers, upgraded towers, and any other buil- |

g Creatures: monsters and boss.
ding that will appear in future expansions.

.F-“- The boss is not a monster!
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Dusk:

Be careful! A new threat emerges!
Resolve the event card that was revealed during the previous
round. Then, reveal the next event card that will be resolved
next round. Prepare yourself accordingly!

Night:

Under the cover of night, danger lurks...
The creatures on your road move toward your city, and
invade it if able! But that’s not all: two new monsters or
maybe the boss himself come out of the mine!

Dawn:
Make hay while the sun shines!

Open fire with your towers to repel the approaching menace.

Day:
Now'’s the time to prepare your defenses and show other cities
who’s the boss!

You must take two actions among the following:
- build a tower and play a quest card.
- extend your road and play a quest card.
- go to the market (play an available card) and play a quest card.
- quest (draw 2 quest cards).

. After each player has taken two actions, the first player tile passes to the
~next player in clockwise order and a new round begins.

- The game ends when a player loses their last guard (thelr marker reaches
the space of the city board) or captures their boss (their marker

8 th f th board heir b h k
reaches the ﬁ space on the boss board).

The player with the most points (see p.12) wins the game.

The first player places the phase marker on the dusk space of the first player tile.

1. Resolve Event

During the first round of the game, players skip step 1.

Move the revealed event card from the left space to the right space of the event
board. Then, each player immediately resolves its effect, starting with the first
player and proceeding in clockwise order.

2. Reveal Next Event

Reveal the top card of the event deck. Each player will resolve its effect during the
next dusk phase.

Summary of Upgraded Tower Abilities

Aura of Protection (p.13): The blue upgraded tower protects itself and up
to four orthogonally adjacent towers. When one of these towers would be
destroyed, the blue tower loses its upgrade instead.




~ tile. This phase can be resolved simultaneously by all players.

General Rule: When moving, a creature moves a number of spaces equal to its
level (some powers can modify this value) and takes the shortest path available
toward the city tile.

Multiple creatures can occupy the same road space.

During the first round of the game, players skip step 1.

1. Move Creatures

Starting with the creatures that are the closest to their city tile (following the

road), each player moves each creature occupying a space of their road. If

multiple creatures occupy the same space, the player chooses which one to
[ move first.

If a creature exits the road and reaches the city tile, that city is invaded and that
player immediately loses a number of guards equal to the creature’s level: the
-player advances their guard cube forward on their city board that many spaces.

lf’the creature is a monster, it remains on the invaded city tile. However, if the
creature is a boss, it is placed back on the road space located just before the
; vaded city tile.

e

2. Add More Creatures
Then, creatures come out of the mine. Each player takes the top two monsters
from their creature stack—or just one monster if the second token is the boss—

and immediately moves them, one at a time.

If the boss is on top of the creature stack, the boss is the only creature to comes
out of the mine.

Creatures come out of the mine with their healthy side faceup (see below).

" The first player places the phase marker on the night space of the first player

End Game Condition

If a player’s guard marker reaches the skull space on their city board,
the game ends at the end of the night phase. Multiple players can
lose their last guard during the same phase.

Summary of Creature Powers and Upgraded Tower Abilities

Horde (p.13): Creatures with Horde move a number of spaces equal to the
number of creatures displaying this power on the road at the start of the
night phase.

Monster Trap (p.13): Each yellow upgraded tower can stop one monster of
any color (once per Night) that enters one of the four ad]acent road spaces
from moving. This does not apply to the boss.



NIGHT PHASE EXAMPLE
Start of the Night Phase: See picture 1

Step 1: First, Charles moves his spider (yellow token) and
his boss (black token) in the order of his choice because
they are both the closest to his city tile. Then, he moves
his orc (blue token).

He starts by moving the spider 3 spaces forward because
it is a level 3 monster. The spider invades his city and
Charles loses 3 guards because it is a level 3 monster; he
immediately advances the guard cube 3 spaces forward of
his city board. The spider remains on the city tile (picture

2).

Then, he moves his boss 2 spaces because it is level 2 on
its healthy side. The boss also invades his city, so Charles
loses 2 more guards. However, Charles places the boss
back on the road space located just before his city tile
because it is a boss (picture 3). If Charles does not expand
his road before the next round, the boss will invade his
city again during the next night phase.

Finally, he moves the orc, his last creature occupying a
space of his road, 2 spaces because it is level 2 (picture 4).

Step 2: Now that Charles has moved all the monsters
occupying a space of his road, two monsters come out of
the mine, healthy side faceup. A goblin (red token) is on
top of his creature stack; it’s a level 1 monster so it moves
1space forward (picture 5).

Then, the next monster is an orc (blue token); it’s a level 2
monster so it moves 2 spaces forward (picture 6).




" During the first round of the game, players skip the dawn phase be-

F

' cause they do not have any towers.

The first player places the round marker on the dawn space of the first player

tile.

In turn order, the players activate their towers one by one (upgraded or not) in
- the order of their choice.

e

Mﬂd‘l tower (upgraded or not) on a player’s road can be activated only once
‘ff j;,i'ér round (unless a power or effect specifies otherwise) to deal 1 damage to a
e -.?reature.

Each tower (upgraded or not) can target only black creatures and creatures
matching its color that are occupying one of the four adjacent road spaces (grey
creatures, like the demon for the solo mode, cannot be targeted by towers). If

a tower can target a creature, it must do so. If the tower cannot target any
creature, the tower is not activated.

Clarification: There are no black towers, any tower can target a black creature.
When a monster is dealt 1 damage for the first time, flip it to its wounded side
(unless a power or effect specifies otherwise). Then, the power on its wounded
side is activated if necessary (see p.13).

—

- If a wounded monster is dealt at least 1 damage, it is captured: the player places
it on their city board and gains 2 crystals.

en a monster on its healthy side is dealt enough damage by a single tower
upgraded or not) to be captured, the power on its wounded side is not
ivated.

When a boss is dealt 1 or more damage, the player advances their boss marker
~ forward that many spaces on the boss board.

End Game Condition

If a player’s boss marker reaches the skull space on the boss board,
that player’s boss is captured and the game ends at the end of the
dawn phase. Multiple players can capture their boss during the
same phase.

P . U \
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Summary of Creature Powers and Upgraded Tower Abilities

Smasher (p.13): When it becomes wounded, a creature with Smasher =
destroys the structure that dealt damage to it.

Double Cannon (p.13): The red upgraded tower can deal 2 damage to a
single creature or 1 damage to two creatures.

Aura of Protection (p.13): The blue upgraded tower protects itself and up
to four orthogonally adjacent towers. When one of these towers would be
destroyed, the blue tower loses its upgrade instead.



DAWN PHASE EXAMPLE

The red tower can target a red or black creature token.

If Charles chooses to deal 1 damage to one of the two goblins (red token) on space 1:

— the healthy goblin is flipped to its wounded side.

—the wounded goblin is captured. Charles places it on his city board and gains 2 crystals.

Charles can also target the healthy goblin on space 2. However, he cannot target the orc
(blue token) on space 3 because its color does not match the tower’s color and it is not
a black creature.

In the end, Charles chooses to target the boss on space 4 because it is a black creature.
The boss is dealt 1 damage and Charles advances his boss marker 1 space on the boss
board.

The blue tower can target a blue or black creature token.

Charles must target the boss in space 4 because it is the only available target. The boss is
dealt 1 damage and Charles advances his boss marker 1 space forward on the boss board.
The boss becomes wounded and the boss token must be flipped.




~ Spend 2 arystals to build a tower.
v Then, you may play a quest card from your hand.

[

~ available structure spaces along your road. You can place the structure on any
~ tower space as long as the tower can fit in it, whether or not it is surrounded

i 2
:

 by4road spaces.

FTake a tower of a color of your choice from the supply and place it one of the

Towers are structures.
Other structures will appear
in future expansions.

 There are three types of towers: red, blue, and yellow. They deal 1 damage to
- black creatures and creatures of matching color.

Spend 2 crystals to add road tiles to the end of your road.
Then, you may play a quest card from your hand.

Move your city tile aside. Then, take the top tile of your road stack and place
it at the end of your road after having carefully choosen its orientation. Once
placed, you cannot change the orientation of the road tile. You must choose to
which path of this road tile the next drawn road tile will be linked. Repeat this
action two more times, thus expanding the road with a total of three road tiles.
Finally, place your city tile back at the end of the road.

Shortcuts ‘
If you create a shorter path leading to your city tile when placing a road tile,
you create a shortcut (Special cases #1, p.11). Because creatures always take the
shortest path available toward your city tile, they will use that shortcut. Sobe =~
careful how you expand your road! :

Dead Ends (Special cases #2 and #4, p.11)

If placing a road tile would cause it to block the access to the city tile by creating
a dead end, you must take another road tile until you are able to place a tile that
does not block the access to the city tile, or make a loop.

Then, shuffle any unused road tiles back into the stack.
If none of the tiles allow you to have a clear access to the city tile, place your

city tile back at the end of the road instead. You can no longer expand the road
until a new tile is placed by any other effect.



Charles moves his city tile aside.

_ He does this one more time and places a third tile |

at the end of the road. Then, he chooses
where to place his city tile.

EXPAND THE RO/
STER 2 T

He takes the top road tile; it is a crossroad that
he places at the end of the road. Then, he
chooses where to place the next road tile.

Finally, he places his city tile back
so that it is adjacent to the end of the road.

He draws the next road tile and adds it at
the end of the road.

1) Be careful! Shortcut.
2) FORBIDDEN! Path without exit (loop).
3) Allowed, path with access to the city tile.
4) FORBIDDEN! Path without exit (dead end).
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' ‘:_ were revealed during setup). If that card has a cost (see Clarifications on p. L
'1‘1_'_14:), pay that cost. Then, apply its effect and discard that card. Finally, draw

GAMEIEND

- I'f[be game ends at the end of a phase during which:

h , " - at least one player captured their boss (a player’s boss marker reached

% »’;} the ﬁ space on the boss board). |
- at least one player lost their last guard (a player’s guard marker reached

' the &g space on their city board). o

| o)

L empty, shuffle the discarded quest cards to create a new deck.

E :; If there are two identical quest cards in the market, discard all quest cards
in the market and replace them with three other cards.

o

Each player calculates their final score by adding up:

- the number of remaining guards, as indicated by the guard marker on
| their city board.
" -thenumber of damage dealt to the boss, as indicated by their boss marker
! on the boss board.

- any points scored from trophies (see p.14).

Then, you may play a quest card from your hand.

J‘ The player with the most points wins. In case of a tie, the player with the ‘:.5
~ most crystals wins.
~If there is still a tie, the players share the victory.

1 """Example: Charles calculates his score as follows:
- 9 points for his remaining guards (1).
- 15 points for capturing his boss (2) ;
t—'B points from trophies, 2 points for the trophy he took during the game
_and 1 point for having a pair of crystals at the end of the game (3).
. He has a score of 27 victory points.

3 ample: Charles chooses the “El Dorado” quest card in the market. He takes
 crystals and discards the quest card (#1) then he replaces it in the market =
~ (#2). Finally, he chooses to play a quest card from his hand. .

Draw the top two cards of the quest deck and add them to your hand.

~ After taking this action, you CANNOT immediately play quest cards from )
~ your hand. 1




h creature has a level and some also have a power
eature’s level indicates the number of spaces it moves (some powe

~ When a tower is destroyed, remove it from the road and return it to the
~ supply. When an upgraded tower is destroyed, remove the tower and its
~ upgrade from the road and return them to the supply unless otherwise
ol ‘specified.

~ The upgrade must be attached to a tower
of the same color.

TOWER UPGRADE UPGRADED
TOWER

‘A creature’s power is active for as long as the power symbol is shown on the
faceup side of the token. ]

UPGRADES

Upgraded towers keep their ability to deal 1 damage but have an additional ..
- ability. y

’Lgf Horde ]
Creatures with Horde do not move a number of spaces based on their level.
. Instead they move a number of spaces equal to the number of creature
~ displaying this power on the road at the start of the night phase. If crea
: ..g.,_i_fnvade the player’s city or come out of the mine during the night phase, |
*  wvalue does not change. If there are no creatures with Horde on the
- when a creature with this power comes out of the mine, it moves a num
- of spaces equal to its level.

one of the four adjacent road spaces from moving. However, it cannot prevent PP

mple: There are 2 goblins on your road at the start of the night phase. ‘monster from leaving its space at the start of its move.

herefore, each goblin moves 2 spaces. After moving the monsters 2 more '

he road, each gobﬁn will move 4 spaces.

m Smasher

When a creature with Smasher becomes wounded, the structure that dealt
. damage(s) to this creature is destroyed.

 BOSS POWERS

to two creatures in any adjacent road spaces.

4
’

AURA OF PROTECTION

=

This upgraded tower protects itself and up to four orthogonally adjacent

N ; ' ., towers.
After suffering enough damage, some bosses '

- become wounded and their token must be
- flipped to their wounded side. Spaces on the
@oss board indicate when a boss token must
be flipped.

B When one of these towers would
£ be destroyed, the blue tower loses
its upgrade instead, player’s choice.




here is a limited number of towers of each color available based on the
~number of players. If the supply runs out of a tower of a certain color, you
cannot build that tower. :

SEND A MONSTER

~ When a card allows you to send a monster on a road (an opponent’s or not),
- you must take a monster on your road and place it on any space occupied by
- another creature without changing its side.

'FREE A MONSTER

‘Freeing a monster consists in taking a captured monster from an opponent’s. \
city tile and place it on any space occupied by another creature on that
~ opponent’s road, with its healthy side faceup.

ﬂ‘ DESTROY A STRUCTURE

~ The first player to fulfill one of these conditions (build 3 towers of the same
- color, upgrade 3 towers, capture 4 monsters, have the most destruction
- markers) immediately takes the corresponding trophy and applies its effect:

You may move one of your towers to another available structure
U space along your road.

6 Each time a player’s structure is destroyed, that player must draw a quest
{.r card and add it to their hand.
é‘hb':' 1] (1] -
.~ "HERO FOR RENT" QUEST CARD (
~ Whena player plays a “Hero for Rent” quest card, they must give 1 crystal .

~ to the player who has the city with the matching hero. If it is their own city, 4

_the player does not spend any crystals. If that city is not in play, the player
‘returns 1 crystal to the supply instead.

'QUEST CARDS

Players can play most quest cards to §
- gain crystals instead of applying their §
'-;;;,--." effects. The number of crystals gained |4
é{ this way is indicated at the bottom of

Take 1 Destruction marker each time you destroy a structure. When |
the last one is taken, the player with the most markers takes the (
trophy.

1 point for each pair of crystals they have or

the card (see example).
for each monster they captured.

; {‘ . - Some quest cards allow players to deal damage or capture monsters. If the |
MAJOR“'Y } . card does not specify which road, you may deal the damage to or capturea |
g monster on any player’s road. Place monsters captured this way on your c:ty |4

tile and gain 2 crystals (unless otherwise specified).

e‘ At the end of the game, each player scores
F

(

At the end of the game, the player with the most towers (upgraded or not)
of the indicated color and the player with the most upgraded towers scores
the points indicated on the trophy. 3

In case of a tie, nobody scores points for that trophy. o T




~ the different game effects. We strongly suggest playing a few learni
' games (see below) before moving on to more difficult games.

Remember that a tower can target any adjacent road space. As a result, a

:Eo'wrer is most effective when it can target four spaces.

If

g}gmst cards are very helpful to increase your towers’ effectiveness. In

general, they allow you to save crystals, speed up actions, or simply provide

- powerful benefits. Having cards in hand gives you more options since playing

| acard does not count as an action. But remember that you can play cards

(  only after certain actions, or when going to the market. '

"ii_r-‘ Age of Towers is not an aggressive game but it is sometimes necessary to be '
*on the offensive to upset an opponent’s plans: even the smallest action can
‘have the greatest benefits!

¢

Last piece of advice against aggressive players: remember that blue |

[T
‘l]
 upgraded towers protect the other towers on your road.
. -
&

7
|

In this simplified variant, players learn the best way to defend their city.
- Do not use trophies. Return them to the box during setup.

During the game, players cannot destroy their opponent’s towers.

f At the end of the game, the player with the most guards and captured
il
.l

i' creatures wins. In case of a tie, the tied player with the most crystals wins.
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" The object of this one-player variant is to survive , capture the boss and have Dusx NEW RULE

~ the best score, much like a multiplayer game. Experienced players can use this

~ variant to try to improve their scores. During the dusk phase, before resolving the event card, proceed as follows:  ©
- Advance the phase marker 1 space forwardon the demonic spell track, if the

SETUP marker already reached the end of the track, skip this step.

- Then, if the marker reached a demonic spell space (red space in the example

below), reveal the demonic spell card and apply its effect.

- Finally, apply the effects of any permanent demonic spell cards previously {
revealed. ,

Set up the game like a normal multiplayer game. However:
- Return the trophies to the box.
~ - Place the demonic spell track in the center of the play area.
Place the phase marker on the first space of the demonic spell track.
- Sort the demonic spell cards into 3 decks of different colors (red, blue, and
- green). Take one card from each deck—without looking at them—and place
~ them randomly on the three card spaces on the demonic spell track.
- Return the “Sabotage” and “Tornado” event cards to the box.
- - Place the demon token near the demonic spell track.

" "
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